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I've been expecting you. 


So, you have come in search of 
the Inner Sanctum ? 

Many have tried and failed, 

are you prepared to learn it's 
secrets? 


Then, come with me... 





QUICK START/TECHNICAL OPERATIONS 


ur MIGHT AND MAGIC™ game pak into 
your Nintendo Entertainment System 


Depress the Power Button, 


Choose NEW GAME option by moving arraw with 
your contr d and pre the START Button 

ect the CONTINUE 
option on the opening sereen. 


Ta restart a saved game, 


our control pad Lo select Lhe letters of your 
icler's name, Press the A Button to choose 
letters, and 1 dene, press down on Ihe control 
pad until ENTER is displayed, The A Button will 


input your characters name. 


You will begin in front of the Inn of Sorpigal. Go 
inside, sign-in, and select Member, Tr: ; await 
to be chosen for Lhe expedition 


it combinations to see 
ones work best for your characters. 
Equip your items and prepare to explore the 
wonders of Lhe Inner Sanctum! 
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A Button 


B Button 


START Button 





SELECT START B A 
BUTTON BUTTON BUTTON BUTTON 


Press UP to move your party forward 
and to open doors. Pre: T or 
RIGHT to turn your party in Ihat 
direction. Press DOWN to move your 
party backwards, The Control Pad 
also moves the command arrow tn 
menu option selections 


: Opens command windows, selects 
options and lelters of characters 


names, 


Cancels command window selections 


Also moves your party forward 


[same as pres 


: Press lo view your characters 
while traveling. 


Brings up Auto Mapping feature. 
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vital hints with the proper persuasion. 


En YOU dd durs Whenever you are e y THE GUILD 


1o contine, your game will be restored. 


TRAINING GROUNDS 


Ample experience Jevels musl , " ow nly be found 

before the secrets of the Inner. Em H hin the limits of Sorpigal 

unearthed. The TRAINING GROUNDS B in emm 

dri mar promotion.. for a fee, al eourse. Upon (sone 3 1 i 1 wish to a bei we. 

entrance, (he training mast 2 jo» D ace, £ class or al «ul - the Guild Master will advise you 
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THE TAVERN zm am achs' growl, and your sacks a 


fi yy Ihi. p for susten: 
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lies beyond. 7 


ROW 
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VEW 
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dangers from which 
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your purty 


* available to aid ir ur discovery 


s command, Search the 
find a treas dilk sack or chest. 


vu are in need c 


with this optio 


2 will al 
E 
wutside of battle with this 


displayed 
survival, Any 

your party is guarded 

1 with this command 


DANGER LURKS... 


»e om guar 


| encounter you engage in will bring you one step close 


and a few gold pieces richer, to what you seck. However, take 
heed and do not f 


party to defeat 


counters will produce 4} ng options: 


ATTACK :Hatlle pre 


sereen will appear 


are made and a combat optlor 


e crea a bribe. If the pt you will 
relieved of their presence, however, you will reectv| 
no EP, If they do not accept. prep: fight! 


You may try to escape to a sale place nearb 


hawew hand, prep 


combat 
GIVE UP 
undisturbed, 
Be rv. for monsters 


directly into battle, Or you may stumble : 
s which v ght or ave 





BATTLE PLANS 


Going into combat, you will be given these options: 


AUTO u automatically fight using the batte choice 
st sulted for that member 


FIGHT i Whatever weapon your member is equipped with 


s usedl to combat the enemy 
Apon, you c 
BLOCK : An atlempl t 
attack, The creature is not affected 
ROW Re-organize your party members during battle 
Magic users can cast combat spells. 
USE Mer jay use items from their backpacks 
VIEW Reveals the status of your party member 
PROT Reveals any protection spells cast over the party. 


RUN : An atter 
membe »se another option 


t. If unsuccessful, the 


Wh 
to indicate t 
spell that affects more than one enemy or member, place the 
cursor on the character to bi ted; the cursor will 
automatically move down the m 
being affected. The number of chi 
the type 


ield a member from a creature's 


THE DUST SETTLES 


Until one side or the other retreats or is 
defeated, battle continues. When the dust has 
settled and the battle is over, the number of E 
gained by each surviving member is shown. 
Injured members receive no 


Before moving a square, SEARCH the battle 
area, Sacks and chests, filled with treasure, m 
have been left behind by some fleeing creature 
Your cleric should check it for any traps or 
magic. Robbers are best skilled to open items 
with traps, but any member can open items wi 
no traps. 


You may now continue your journey at up 
camp and heal members with low HP or MP. 
You should also try out any items obtained fro 
battle, Ho be cautious of items that ma 
be cursed. Cursed ite ometimes, m: 
affect certai The House of 
an remove any cursed items which ma 
have been equipped. 





SETTING UP CAMP 


Weary st in order Lo regain strength. Once 
you dec to set up camp you will natice that one unit of 
food will de se from each member, also hit points and 
magic poir ll be restored. You may cven have members 
who have "Gone Down" returned to normal health, 


But do noL allow yourselves to be taken off guard. 
Rememh protection spells will wear off during the night, 
and vou must recast Lhem once you awaken. 


No camping area is completely safe, Monsters may attack the 
camp while everyone is asleep. However, you may still fight 
them off. T your chosen camp site is too dangerous, vou will 
not be allowed to set up there. 


Once refreshed you will be given these options: 
EQUIP : Any item from your backpack can be 
equipped with Lhis command 


REMOVE Any equipped item can be removed and 
placed into your backpack 
TRADE  : Should you find yourself in need of an ilem, 
you can a trade with some 
par 
If your backpack ts full of items you no 
longer need, you can always discard it along 
the way 
Gold, food, or gems can be shared with one 
another, You must select the “rate” by which 
these items are distributed. 


rest. Although no hit points will be recov 
"No", the camp options menu be displaved. 


GATHERING YOUR PARTY 


Each member of your party is necessary for the 
performance of cerlain duties. Race, class, alignment, a 
sex are all part of a member's personality make-up, 
member is unique and builds attributes differently. Kee 
this in mind when choosing cach new member. 


Varn is rich with an assortment of races from across the 
land. Each racc has ils own special abililies and 
attribute 


HUMAN Although they are 
only of average 
ability, they are 
extremely resistant 
to Fear and Sleep 
Spells. 


Lacking in strength 
and speed, the: 

an intelligent 

with a keen e 
accurac 

bow weapon, They 
are also highly 
resistant to Fear. 





GNOME 


Poisons are 
ineffective against 
the stalwart 
Dwarves. What 
they lack in 
intellect, is 
replaced by their 
weapons accuracy 
and luck. 


Luck is always 
with them. 
Accuracy and 
speed are not their 
strong points, 
however, Magic 
Spells have no 
effect against these 
wee warriors. 


HALF-ORC : Strong and 


accurate in 
combat, these 
fighters lack 
intelligence, 
personality 

Iuck. The 

also not affected 
by Sleep Spells. 





CLASS 


It would be wise to travel with members of varied professio: 
they may prove to be of great usc during your adventure. 
Remember also that, higher endurance increases the 
maximum number of HP gained per level, One never know 
what might be encountered on the path to the Inner 
Sanctum 


PALADIN (PA): Prime Attributes: Might, Personality, 
Endurance 
HP G: :d Per Level: 1 - 10 / Spell Casting Skills: 
Clerical, at higher levels. 


In legends, Paladins halled as knightly court champions, 
protecting the honors of their lieges. Loyal and devout 
def are trained to use any 
mor, or item unless designed for another class, 
combat, his only weakne the usage of firing weapons! 


CLERIC (CL): Prime Attribute; Personality 
HP Gained Per Level: 1 - 8/ Spell Casting Skills: Clerical, 
for defense and healing. 
Primarily valued for their knowledge of healing and 
defensive magics, Clerics are also capable fighters. Chain 
mail or lighter armor gives them the mobility to cast their] 
spells. Although they are limited to a club, mace, flail, sta 
or great hammer, they are able to carry shields. 


KNIGHT (KN); Prime Altribute: Might 
HP Gained Per Level; 1 - 12 
Spell Casting Spells: None 


Trained from birth in the art of warfare, Knights are 
unparalleled in combat. Capable of using any weapon, 
item, or armor unless designed for another class, they ar: 
formidable opponents on the battlefield. Knights, at highe 
levels, gain the ability to attack more than once per round 





ARCHER (AR): Prime Attributes:Intellect, Accuracy 
HP Gained Per Level: 1 - 10 
Spell Casting Skills: Sorcerer. at hi 
Highly 1 with firi pons. especially 
are beneficial to any party. Since both hands must be free 
for ready access to their bow, it is difficult for them to carry 
shields. They are able with any weapon, unless intended for 
another cl. and are most comfortable in chain mail or 
lighter armor 


SORCERER (SO): Prime Attribute: Intellect 
HP Gained Pe 
Spell Casting S rer, for offer and comb; 

Powerful magicians capable of calling forces into being. 

Sorcer bes Although their c 

physical weapons ar di or staff, their 

casting knowledge incr xperience and magic levels 

increase. They are limited to d armor and cannot 

ca a shield. 


ROBBER (RO): Prime Attribute: None 


party. Not overly 
fairly able with slings, 
crossbows, and all other one handed weapons. Their armor 
is limiled to ring mail and a shield 


ATTRIBUTES 


al attributes possessed by each 
nd classes, by a Mm rating [betwee 
attribute, Ratings may also be affected by batel 


INTELLECT A member's general knowler 


MIGHT 


PERSONALITY : A little n can yo a 
sining information and ine 
spell casting ability of Clerics a 
ENDURANCE Might is not all that is required in L e. How wel 
r can withstand aught is just 
in HP. 
Being quick J difference between 
captur survival, Armor classes and dodging batth 
blows improve with speed, The quickest always attack 


ACCURAC Battles id difficult, if creatures are ne 
rapidly. Combat blows should be deliver 


with deadly aim. Accuracy determines tl 


choosy partner and 

If he should choose to ride up 
chanees of suceceding greatly ine 
Fort 

straits 


vhis back, you n 


ALIGNMENT 


D discover many thing: 
ures. There will b 
remain Nent 


but cannat equi cted it 





GENDER 
Choose from male and female companions 


physically stronger than the other. Neverthel: 
be wise to include both, 


AGE 


18 years is a tender age to attempt a journey such as this. 
However, it will take many years to fully uncover the Inner 
Sanctum's seerets ach al vou gain and each 100th 
camp you age you 1 more year. Spells and 
allacks can also increase your 

Beware of the Youth Spell when you encounter it, Should 
you cast it and fail, you may find yourself even older 


CHARACTER STATUS 
CONDITIONS 


3 ured 

. curs ic nay befall you, 

Your Cleric sho ls to 
if not, a visit lo a 


a Sleep Sp 
ls led. Rest, Awaken 
becoming the 
you from sleep, 
ttempt t 
will be reduced, tf t 
succeed. 


ing only your z 
t any spells for a c 


once it has gained 
slow der 


"The 
"leric's spell or the House Cleries 


careful of paralyzing attacks, you will lose the 


requir 
^ Clertes, 


a lengthy ta It requires hard work : 
you venture, you will gather experience. The r 
ice you gain, the better your abilities and s 
er your class level will bex Your exploit 
| enemies have been 
vanquished and qu in experienc 
will carn the cha: to advanoe in leve 


MAGIC POINTS (MP} 


With each new level c trength, wisdorr genc 
ability to battle larger monsters. Others, the knowledge t 
powerful spells. Levels can be gained through many 


nuces, but best through training and experience in battle. 


HIT POINTS (HP) 


points will incre: 
combat, you will E 





ARMOR CLASS (AC) 

The greater the Armor Class, the more protection a warrior E 
during a battle, You must acquire shields, protection, and suct 
things Lo raise your Armor 


EXPERIENCE POINTS (EP) 
Your adventures In Yarn à 
in combat and cunning, 
which, when they I 
advancement of 

strength. 


GEMS 
Gems are critical to the casting of strong magical 
them wherever possible. 


ou will require Gold to buy better w . food and 


drink. and the ald of certain solicitors. 


FOOD 
One unit of Food will feed a warrior fo 

needed by the wounded and weak. But you can only car 
much as 40 units worth 


BACK PACK 

‘That which cannot be carried k 
Backpack, If you wish to use ite 
function, 


nd must be stored in the 


from here, 


ARMOR, WEAPONS, & EQUIPMENT 
n types of armor, 22 different weapons, and a wide var 
ms (Rope, torches, etc..) are avallable for purchase. Hundred: 
> be discovered during your travels 


on sale in a town store. Choose 


ate the "Use" 


MAGIC SPELLS 


adic spells are divid 


rics and sorcer 1 of 94 spells 
) 


can be learned [47 for each cat 


spell caster may cast spells at any 

to the maximum level shown in the 
character's profile, New are 
learr as you gain new experience 


SYSTEM 


Additional information about the 





CLERICAL SPELLS 





LEVEL 1 


NAME ken 
C 1 MP 
TYPE nat 
AF T 
member 


Any sleeping party 


Instantaneously 
tep condition, May 
attacked 


NAME: Bless 1 
COST: 1 MP 


S: 1 Enemy 
-RIPTION: At 


bat 
Enemy 
ON: Blinds the 
for the dura 
itil it overcomes 


Multiple light 
be east to accumulat 
light fact 


ZAR 
1 MP 
iylime 


fear and 
1 lasts 


CURE 3 
1 MP per expertence 





CLERICAL SPELLS 


SYSTEM 





LEVEL 2 


CURE 1 


1 Character 
DESCRIPTION; Cures most 
5 1s wounds. Restores 15 
ne charact 


HERO 1 
MP = 1 Gem 
combat 


of some 


onal HP and tempor 
+s the character t 
perience, Spell lasts for th 
duration af one combat round, 


T 1 Enemy. Not Undead 
SCRIPTION: Cripp 
h pain. inflicts 
le 
à immune to p 


NAME, 
COST 


Mire: Party 
Inere 


“sistance tc 


ETCES MO 
1 attack 








CLERICAL SPELLS 





acter 
Restores 


“TS: Entire Party 
DESCRIPTION; Be 


E 
when dispelling 


NAME: FLAME 
3 MP 
Combat 
TS: 1 Enemy 


DESCRIPTION: Relea: 
from its commitment ta a quest 


CRIPTION: Create: 
ad dune whic 





CLERICAL SPELLS 





LEVEL 4 


NAME: C-DIS 
COST: 4 MP 
on-Combat 
€ Character 
RIPTION: Restores full 
Ith to a sick character. 
condition 


1-Combat 
FF 1 Character 
DESCRIPTION; Flu 


tire Party 
SCRIPTION: Incre 


lancé to 
IL lasts one 


NAME: ALIGN 
COST: 4 MP 4 


n hand coml 
CRIPTION: Zaps monsters 


;ormbar 
tire Party 
Instantly 
; memb 
mound locati 





CLERICAL SPELLS 


enemie 
points ei 


DISPEL 
MP 
nyume 


CRIPTION: Cancel 
magie spells current! 


both characters and mons 


RIPTION: Releases 
character from all unde 


VEL 
MP*3 


for 
ers 





CLERICAL SPELLS 





LEVEL 6 


NAME: MOON 
6MP+4 "s 
at, Outdaors 


COST: 6 MP + 4 Gems 
TYPE: Anytime 
1 Character 


DESCRIPTION: Brings the 

character back to life, nemc 

the dead condition. If spell fails. 
cler may be eradicated 


GE 
: 6 MP + 4 Gems 
; Non-Combat 
CTS: 1 Character 
SSCRIPTION: A fountain of 
th that trims 1 


e risk of producing 
lhe apposite effect. 


imates a 


TOWN 
6 MP +4 Gems 
1-Combat 

tire Party 
ON: Opens a 
ary portal to any town 
and moves the party to that 
town. 








CLERICAL SPELLS SORCERER SPELLS 





LEVEL 7 LEVEL 1 


NAME C-BODY 
{P+ 10 Gems :7 MP +5 Gema 
xal TYI Non-Combat 
ECTS: 1 Character 
CRIPTION: Remo | nbers JN: Toughens 
HP and removes all dic i 5 rs skin so that at 
ditions. € 1 r: 3 $ party mer d 
and subtracts 1 "nncels the sleep condit 
endurance, Th a 


Non-Cor FFE òntire Parly 
T Spell n TON: G: 
It Undead Monsters A ESC m f Multiple I 
TION: Complet Cc 


J] undead m ? ZCT ly iceun 


monster with a foc t E ox, ele. NAME: 1 
diy light inflicting 5 
2 points. 


he party. TI 
is highly useful when makir 


cold, fire. p 
electricity 


NAME: FLAME 
COST: | MP 
YPE: Combat a deep sleep pre 3 
rom attacking, Spell Jasi 
is darag 
monster vercomes the spell. 
s of d. 
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LEVEL 2 LEVEL 3 


NAME ARROW 
2 MP ; perience level 
ombat | 
3: 1 Enem FFE Y bmbat 
IPTION: Magical arrow DESCRIPTI AFFECTS: 1-5 Enemics not in 
pierces a monster, inflieting aracters ` handig Emen 0 yur charac 
2-12 damage points y * CRIPTION: Rolls a de s, allowing the first £ 
ame into the m * rage mn band t 


Enemy TYPE: Combat 
DESCRIPTION: Hypnot "TS: 
monster to prevent atla ` i 
Effect |; until monster is characters Might by 1-4 points | FECTS: Entire Party 
damı; 5 ye! for the duration of the t | E PTION; Grants r ul Invisible 
monste: 
NAME; SCARE t leport anywhe 
P+ 1 Gem atside region 
Combat TYPE: Combat 
x 1E AFFE 1 Enemy MIST 
MP + 1 Gem YPE; Combat 
ombat A 1l Enemies 
PTION: Drains power 
all mons acir 
NAME: QUICK invisible mist over all che e monsters HP by 2 and AC E 
greatly deer g the monsters 


chance of attack. NAME: y 
> :3 MP 


characters’ speed by 1-4 points 
for the duration of a combat 
DESCRIF 
monsters 
ting them f. 
af combat 








SORCERER SPELLS | SORCERER SPELLS 





LEVEL 4 LEVEL 5 


NAME: 


TYF Non-C 
AFFECT 

a DESCR! 
s DE Unleashes a 
orrent of acid rain inflicting, 


50 damage point ich 





nonster, 
L P-PSYC 
AFFECTS 208 MP +2 
DESCRIPTION; Attacks with a PPE: Anytime NAME; DISPEL AFFECTS: Entire Party 
beam of int kt that AFFECTS: Ei y ST 5 DESCRIPTION: It 
penetrates the monster's heart, TON T A me the party 
inflicting 4-40 damage points, character " ^i position, up tn 
influencing spells enemies direction 
MIND DESCRIPTION: Cancels 
4 MP +2 Gems NAME: SHIELD spells currently 
74 MP 42 
;nemy 1 "E: Combat 
l! Removes the A "TS: Entire 
monster's brain, disablir 
abilities during the bat invisible shiel d round 3]: 5 MP +3 Gems 


the party and protects Comba 
NAME: FROST characters [rom m T TS: 1 Enemy, not undead 
4 MP i 10N: Finger of death 
ombat NAME: RUN a d destroys m T 


2 TS: 1 Enerr 
DESCRIPTION 


combat 





SORCERER SPELLS 


the experience level of ¢ 


NAME: C-I A 
3T: 6 MP + 4 Gems 
von-Combat 


integrates a 
character to a pile of dust, in 
other wai 


AME: WARP 
16 MP +4 Gems 


SORCERER SPELLS 











LEVEL 7 


AL 

7 MP + 5 Gems 
Non-Combat 

: Entire Party TS: Ent ty 
RIPTION: SCRIPTION: Reduces the 
ters to the astral s damage inflicted on all 

This highly dangerous pl characters by 1/2 during 
combat. 


NAME: F M 
COST: 7 MP4 5€ 
TYPE: Combat 
Caster 
TON: Allows the c 


s back pack 
: the spell will fail and 
y the ite 


NAM EOR 
COST: 7 MP + 5 Gems 
=: Combat, outdoors 
All enemies 
SCRIPTION: Bune 
naters under a E 
s, inflicting 1-120 damage 





EXAMPLE OF TOWN 1 BLANK MAP 








15 

































































AREA: 


Town #1 Sorpigal 
Surface X=10 Y-10 


C - Market 
D - Clerical House 








This equipment 


C E r iergy and if not fee 2 
and used properly, that is, ric A sacred code shall you find, 


"cordance with the manufac "s Instructions, To make your way from the labyrinth s bind... 
D aen fu i: Speak vith the Elders to guide you through, 
reception. It has e f 5 PI CASING 
comply with the lim B compu levice And the Inner Sanctum may be revealed to you, 


in ace ordance with the specification in Subpart J of (310) 320-7362 € 9 A.M to 5 P.M. MEF) 
15 of FCC Rule: o ‘i < 


reasonable protection against such interference in a 
residential installation. However, there is no 
guarantee that interference will nol t 

r installa If this 

nee to rad 


lo Lry to corr WHEN YOUR JOURNEY IS AT AN END... 
of the following 
Upon your arrival at the Inner Sanctum, 
pect to the recelver you will be given a passcode. Record this 
y from the receiver code, and send this with your name, 
a different outlet so that the address, birthdate, and a report 
of you quest, and receive the 
Honorary Certificate of Discovery 
from the Wizards of Sammy! 


Be wary though, for every passcode 
is unique, and counterfeiters will 
have a vile spell cast upon them! 
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American Sammy Corporation Consumes Division 
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EnTERTAINMENT SYSTEM 


Along your treacherous journey through the Land of 
Varn, you may encounter varous dilemmas. You may 
also wish to map out your travels a ong the way. The 
Might & Magic Clue Book is a helpful tool for even thg 
most skilled adventurers. 


Just fill out this form and send it in an envelope with yo 
check or money order to: 


American Sammy Corporation 
Attn: Clue Book Department 
2421 205th St. Suite D-104 
Torrance, CA 90501 


iPieasa make check ders payable to American Sammy Corporati 
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